




tvterry Christmas 

and a 

Happy New Year 
from all at 

* Apple 


Apple 13. K.lnte.- 

The power to succeed. 


After suffering a head 
injury in 1981 plane 
crash,Apple II engi¬ 
neer Steve Wozniak 
returned to Apple in 
1983 to find the com¬ 
panyworking on the 
llx, a next-generation 
Apple II. Delays in 
obtaining prototype 
CPUs and arguments 
over project scope 
would lead the llx to 
be cancelled briefly 
in 1984, but rekindled 
Apple II sales in the 
wake of the lie’s intro¬ 
duction revived the 
project, which be¬ 
came the IIGS. 


Portfolio Power: Microcomputers And Personal Finances 


The Apple IIGS attempted to fill a hole in Apple’s line-up 
between the aging 8-bit Apple II and the premium-priced 
Macintosh with a nybrid 8/i6-bit CPU, enhanced graphics 
and sound, and 256K of RAM while remaining backward- 
compatible with the existing library of Apple II software. 


COMPUTE 


lake Hi Tech Home 


he Leading Magazine Of Home, Educational, And Recreationa 


All you need is JingleDisk. your PC and printer, a Uttle 
Holiday PrinterPaper and you'll create unique holiday 
‘ tii Santa won’t forget! 


The MS-DOS Invasion 


An in-depth look at the fast-growing IBM PC- 
market—what’s happening and why 


aser Strike 


.ommodore 6 A 


C/PCjr, and ST 


3le’s increasing focus on the Macin¬ 
tosh line would mean the IIGS would be 
the last computer in the Apple II line; 
Apple would end IIGS (and all Apple II 
production) in December of 1992. 


So much for “Apple II Forever!” 
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IBM Compatibles Are 
Coming Home 


Tom R. Halfhill. Staff Editor 


tem. Practically any business can 
afford to computerize at the prices 
of today's clones. 

But prices have plunged so far 
downw""’ - 1 -" 


Corporation, founded in Houston 
in 1982. Compaq introduced its first 
product—a transportable computer 
that could run all of the popular 


The march of the IBM clones continued; after Com¬ 
paq successfully reverse-engineered the IBM PC (and 
fended off IBM’s army of lawyers), the marketplace 
quickly opened up to competition from a number of 
competitors from Amstrad to Tandy. Even Atari 
would get into the action 
and release a PC clone, 
but failed to get any 
traction in the market. 


The New Apple IIGS 
Personal Computer 


Macintosh-like (G)raphics and high-performance (S)ound 
capabilities mark the leading qualities provided by Apple 
Comuter’s new top-end leader of its Apple II family of 
personal computers. Additionally, it features much more 
memory capacity and faster processing speed than the App 
lie and Apple lie models. 


However, the machine was quite expensive compared to 
the Amiga and the Atari ST, and since developers had 
jumped on those platforms a year earlier, the IIGS strug¬ 
gled to attract third-parties to build software that took 
advantage of the IIGS’s additional features. Odd convent¬ 
ions that stemmed from the 8-bit compatibility such as 
the lower 128K of memory being “slow RAM” also disc¬ 
ouraged the development of advanced IIGS software and 
the ecosystem suffered In 1987 the best¬ 
selling title on the IIGS was AppleWorks, 
which capitalized on none of the IIGS’s 
advanced features. 


CPC manufacturer Amstrad 
bought the Sinclair brand 
and ZX Spectrum range in 
1986, releasing a newZX 
computer that, like the CPC, 
had an integrated tape drive 
called the Datacorder. The 
new machine also dropped 
the ZX convention of print¬ 
ing the associated BASIC 
keywords on the keyboard; 
it had a new BASIC that req¬ 
uired the user to type out 
the keywords in full. Amst¬ 
rad would release 2 more 
models before discontinu¬ 
ing the line in 1992. 


tighter profit margins, hoping to 
make up the difference in volume. 
They also rely more heavily on mail 
order sales, frequently bypassing 
dealers. Too, the IBM PC is relative¬ 
ly expensive to manufacture due to 
such features as its metal case and 
heavy-duty keyboard. Compatibles 
are generally enclosed in plastic 
cases, have cheaper keyboards, and 
economize in other ways as well. 
And finally, most of the compati¬ 
bles are either imported from such 
countries as Japan, South Korea, 
and Taiwan, or are assembled in 
the U.S. with components from the 
Far Bast. 

As a result, it's quite easy to 
acquire a compatible for hundreds 
of dollars less than a comparably 
equipped IBM PC. It's even possi¬ 
ble to make your own compatible 
by buying the components and 
plugging them together. (See the 
accompanying article, "Cloning 
Your Own Compatible.") 

But lower prices aren't the 
whole story behind the success of 
the compatibles. Many of them of¬ 
fer advantages in terms of features 
and performance, too. 


compatibility. Although the clones 
are generally reliable and about 99 
percent compatible, there's still a 
chance that someday the machine 
could break down or refuse to run a 


Clones On The March 

No one knows for sure exactly how 
many compatibles are ending up in 
the home, since manufacturers 
quickly lose track of their machines 
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Lhristmas Sale! 


Tandy® Color 
Computer 3™ 


Save $ 70 on 
a gift for the 
whole family. 


Radio 


The Technology Stc 

A DIVISION OF TANOY CORPORATION 


A powerful computer for personal productivity, 
education and family fun—now just $ 129 95 . 


Have a colorful Christmas with the 
advanced Color Computer 3. This 
powerful computer is perfect for all 
kinds of applications: word process¬ 
ing, education, entertainment, pro¬ 
gramming, graphics and more. It’s a 
gift for the whole family. 

Start computing Christmas day. Just 
attach the Color Computer 3 to your 
color TV, and you’re ready to begin 
programming in BASIC. Or plug in a 


Program Pak™ for instant fun and 
games, personal finance and many 
other applications. The Color Com¬ 
puter 3 is compatible with software 
and accessories designed for our popu¬ 
lar Color Computer 2. 

Add a monitor for advanced graph¬ 
ics. For razor-sharp color graphics, 
add our CM-8 high-resolution moni¬ 
tor. With the CM-8, you can achieve 
up to 160 x 192 or 320 x 192 resolution 


Tandy Computers: Because there is no better gift value. 


Tandy released an update to it’s Color 
Computer 8-bit computer line, the CoCo 3, with 128K of 
RAM and an enhanced graphical subsystem that provided composite 
and RGB video outputs, a paged memory management unit that would 
allow for memory upgrades up to 2MB, text colours, lowercase glyphs 
and new high resolution modes while keeping compatibility with earlier 
Color Computer models. 


Commodore, meanwhile, released a new low- 
cost version of its popular 64, the Commodore 64C with a Commodore 
128-style case. A smaller version of the 1541 with similar styling would al¬ 
so subsequently be released. The system was functionally identical to the 
64 model B initially, but later revisions would replace several chips with 
lower-power versions, including the infamous SID chip. 

Unfortunately, the new SID “fixed” a “bug” that 
had been employed for rudimentary 
sample playback in some 
games! 


The “cost-reduced” 64C included GEOS, a graphic¬ 
al operating system intended to help it compete 
with newer 16-bit computers. While it was succ¬ 
essful in terms of units shipped (because it was 
packed in with the 64C) its practicality was often 
disputed. A few dozen applications were produced 
for it including a version of BASIC, desktop pub¬ 
lishing and office applications. 
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The first new console 


Copyright ® 1986, 1987, Accolade. / 
Copyright ® 1988. Atari Corporation. 
Made in China CX7846 
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7800 

Ace of Aces” 
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from Atari since Jack Tramiel bought 
the company in 1984, the Atari 7800 was developed by outside 


manufacturer^ General Computer Corporation in 1^83 but Janguished mle^ 


ill rights reserved. 
All rights reserved. 
CA400067-046 


[ega 

limbo while Tramiel argued 1 with Atari Inc. over who needed to pay GCC for 
development costs. Tramiel would eventually relent, and the 7800 would be released in 
1986 with a small number of classic arcade titles. However, with little outside developer 
interest and limited internal efforts to develop new titles, the 7800s software library 

Pleased during its 6-year lifetime. Despit 


would remain small, with under 60 games re 


inng 

these challenges, the 7800 would sell 3.5 million units before being discontinued in 1992. 


Despite 


Launched a year earlier in Japan as the Sega Mark III, the 
Sega Master System was redesigned and launched in the 
North American market in 1986. The Master System had 
games on both cartridges and lower-capacity “Sega Cards”, 
and was marketed as a direct competitor to the Nintendo 
Entertainment System (which we will cover during its hey¬ 
day in 1988, due to space constraints.) It wouldn’t compete 
well with the NES globally, but — 

fround wild success in Brazil, Bg fCTBTB fjk 
where it is still popular today, 55r 
making: it the world’s a jr 1 
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Creating Christmas drawings using newly received 
computers was a popular mid-1980s pasttime. Here’s 
a selection of graphics created by readers of comput 
er magazines from the period. 

Creators included Marcy Willbrandt, Daryl Maksynn 
Michael Mikottis, Santy Steele, Pamela and Richard 
Winters, Aaron Brannigan, Becky F. Matthews and 
J. D. German. 
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Why Electronic Arts is Committed to the Amiga, Part II 


The Class of ’86 


ELECTRONIC ART 


There seems to be some 
disagreement as to which one 
of our Commodore programs 
is the most fun. 


YOU'LL SWEAR YOU 


m7 

GOT A NEW COMPUTER. 


Eleven new ways to do things like 
they've never been done before. 

Leave it to Brdderbund to do things a little differently. 

M Tke leaminghow to type. Keeping the family books. 
Or making your own toys and pnntrng your own party 

m At a Brdderbund, we've become famous 

only seems to ^jmsfo™^^.^^ai'auitesinSv ma^es 


fonts and borders sped ally 

designed for 27 holidays. 


.j^sssssis^jssax 

Pursuits series. 

And just wait until you get or 


ne home. You'll swear you 


Electronic Arts, Broderbund and Mindscape were 
three prolific computer software developers of the 
mid-1980s, publishing educational software, applic¬ 
ations such as desktop publishing software, and 

games. Of the three, only 
Electronic Arts is in operation 
today. Broderbund, famous 
for games such as Karateka, 
Choplifter and Lode Runner 
and printing program The 
Print Shop, was purchased by 
Kevin O’Leary’s SoftKey in 
1998. Mindscape, which dev¬ 
eloped early educational pro¬ 
grams for the Apple II, and 
early applications for the 
Commodore Amiga. It moved 
into producing Nintendo 
games in the late 1980s, and 
was bought in 1990 by The 
Software Toolworks. 
Electronic Arts (now known 
colloquially as EA) initially 
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your sails and your to survive, 
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adventure where you're 
the detective and the whole 
USAs your beat. 
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published a number of popular computer titles such 
as M.U.L.E. and Pinball Construction Set, but later 
moved into 
sports titles 
and event- 


recipes and shopping lists. 


Mi- 


Broderbund 


ually mob¬ 
ile games. 

EA is still 
going to¬ 
day. 


The best selling Computer 
Game is now available for 
the New Generation. 
Don’t Get Mad - Get Even! 


British software company Domark released a num¬ 
ber of computer games in the 1980s based around 
the popular Trivial Pursuit boardgame, in which 
players advance by correctly answering knowledge 
based questions, split into six categories. Various 
editions of the boardgame have sold over 88 mill¬ 
ion copies. 


YOUNG PLAYERS EDITION - OUT NOW 
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Home computers didn t typically 
come with controllers, and in the 
eases they did, they were usually 
small, flimsy affairs, leading to a 
booming market in third-party 
joysticks. Some of the more pop¬ 
ular models included the Quick- 
Shot by Spectravideo (who also 
made software and computers but 
is far more well known for their 
joysticks) and The Boss by Wico 
(a manufacturer of pinball mach¬ 
ines and controllers for arcade 
cabinets.) 


A number of smaller players also 
developed joysticks of varying 
quality, including the celebrated 
Australian-made Star Cursor. 






















































I be found in each maze 

Players will especially like the 
I additional game play objective of 

I Gauntlet IPs Secret Rooms. 

By completing a special secret 
I tnckaplayerisallowedtoenterthe 

I Secret Room i the other players in the 
| game are temporarily suspended 

I from play i If he completes the task 

he is given, the player is re* arded 
| with a large bonus score as well as 

I permanent potions and food 

All of the original Gauntlet 
opponents remain with the addition 
of many new creatures Among the 
newest adversaries is the Dragon. 

The fire-breathing dragon is found 
guarding the exit to the maze and 
L requires several direct hits to 

overcome. By slaying the Dragon 
players are rewarded with j 
^ permanent potion and and a bag of 
I treasure. At the start of the next 
» • maze there will be a hint on how to 
find the Secret Room 

^B Players will find several new 

potions to collect as well as all of the 
original potions Experience will tell 
^B the player which poiiuns provide the 
greatest advantage; some potins may 
^^B not be beneficial depending on the 
' '’.iM -ituation. 

In Gauntlet II. a player can now 
hoo6e nis favounte original 
o"* 0 * 0 tlet character even if that hero 
^^Balready in play The four 
^^^^Baracters colour coded so there 


This is the game you’ve all bee> 
Gauntlet, the multi-ni - 
snapped un 


CLONES 


Gauntlet has spawned many 
imitators in the arcades and on 
computer. Mastertronic's budget 
offering is Storm - a two player 
game out on the Spectrum and Amstrad and on its 
way for the M. A C+ VG HIT on both formats 
already, this budget offering has, well, gone down a 
storm! Then there's Firebird’s Druid - out now on 
the M with other versions to follow. Another two 
player game this features ail the elements of the 
arcade original. Closest to the original is Dandy 
from Electric Dreams. Programmed by the Ram 
Jam Corporation this game was licenced from the 
programmer of the Atari original Only Druid has 
similar scrolling similar to the arcade version. 

Storm and Dandy amply flip from screen to screen. 
Of the three Dandy will probably give Gauntlet a 
run for its money in the chart battle this Christmas. 
But so far we've only seen the Spectrum version. 

Up at l'S Gold they've got the Amstrad, M Atari 8- 
bit and ST versions on line. So it’s seconds out for 
the battle of the century and may the best 
barbarian, warrior, valkyrie or wizard win! 
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The game that 
drove you crazy at 
the arcades now 
comes home. Same 
exciting gameplay, 
same blow-away 
graphics, sounds 
and music. We've 


A unique game 
experience that's 
crazy fun for every¬ 
one. TWo players 
race to the goal 
line, or one player 
races against the 
clock. It's sports 


IW on C64 Disk £14.95 AMIGA £29.95 
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“Blockbuster” 1985 arcade game Gaunt- let saw re 

lease on a number of computing platforms in 1986. The first 

arcade-style “dungeon-crawler” game, Atari Games (then owned by Namco) 
would sell close to 8000 arcade cabinets. The Spectrum version was that pla¬ 
tforms highest selling game of 1986. 

Xevious, 1942 and Ikari Warr- Similarly, versions of 1984s 

iors were some of the other arc- began to appear on computing platforms, how 

computing platforms in 1986. ever the y were met wlth a mixed reception. The orij 
Many teenage home-computer inal game used a trackball and joystick control was 

ors er t S o'th e efrfi S cal fr a e r q cade t a V n S d lt ' just not the same - Also the 30 -style graphics were e: 
they provided a ready market remely poor on some versions, 
for computer software devel- J r 
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Commodore 64 £9 V.-. £14 
Spectrum 4&K ^ 















































































Mego City 1 lives on the edge of disaster. Only the constant 
vigilance of its Judges can hold back the wave of crime 
which threatens to engulf and destroy the city. 

You are the law! 


C64 £9-95 
SPECTRUM £8-95 


YOU'RE NEXT 

PUNK! 
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iAside from cashing in on arcade hits, home^ 3888 ®^ 
computer and console developers also found a market in mak¬ 
ing games based on Hollywood blockbusters, and studios were eager to license 
their properties. While a few of these were good, most were bad and some were 
truly terrible. For example, magazine ZZap!64 gave Ocean’s a dismal 13% 

rating, while Crash gave Melbourne House’s Judge Dredd a mediocre 42%, with 
readers calling it “boring” and “waste of a great character”. An experimental military 
Electric Dreams’ (established in 1985 and seemingly having robot is struck by light- 
itself stolen its name from a movie) game based on Back nin 9 s ®" tience 

to the Future averaged 4/10 in reviews, praised for its novel cVcuft.starring^Uy^ee 
concepts but panned for its repetitive gameplay, meanwhile .^y an j s teve Guttenberg. 
Activision’s Howard the Dud was praised for its gameplay, The robot escapes, and 

but largely disliked for the movie upon which it was based, while developing its int- 
_ . „ _ elligence, dubs itself 

The only winners were Aliens: The Computer Game, “Number 5’since it was 

which earned ratings between 80 and 100% in most maga- the fifth prototype. When 
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Content for this special mini-issue came from the following formally copyrighted sources: 


BYTE December 1986 

Aloy December 1986 

Analog Computing December 1986 

Antic December 1986 

Apple 2000 December 1986 

Atari Explorer December 1986 

Commodore User December 1986 

Compute! December 1986 

Compute’s Gazette December 1986 

Computer Gamer December 1986 

Computers and Video Games December 1986 

Crash December 1986 

Macworld December 1986 

Modern Electronics December 1986 

Popular Computing December 1986 

Rainbow December 1986 

Sinclair User December 1986 

Your Computer December 1986 

ZXComputing December 1986 

ZZap64 December 1986 


Thank 

You! 


Other sources include Wikipedia, Flickr, eBay and Google Images. 

Paleotronic Magazine uses out-of-print magazine articles, vintage product advertisements, 
stock product images and other freely-available image assets for educational, transformative, 
artistic and critique purposes, covered by fair-use provisions in most countries. We value and 
thank the creators of these assets for their efforts, and will do our best to use their creations 
in the way in which their creators intended: to inform and to encourage readers and viewers 
to explore vintage technologies. 

In that spirit, Paleotronic Magazine only copyrights the wholly original (not transformative) 
text and image content of our publications, and only for a period of five years after the date 
of publication. After that time, our works will fall into the public domain, so that others may 
carry on in a similar vein. It is not our intention to unfairly profit off of the efforts of others, 
only to make their works relevant once again so that they are not forgotten, and continue to 
have an impact on the public sphere. 
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